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1.1 The Map 





The map is just unger four times the size of the video screen. It is 
made up of 31 rows of 16 hex. Due to the peculiarity of the hex this 
means it's almost square. The area seen on the screen at any time is 11 
rows Of 7 hex i.e. 77 hex or one-sixth of the map. 


The map has the following features: 


(1) Two opposing cities—one for northwest: one for southeast 
(2) Five neutral towns. Both cities and towns appear in fixed locations 
in all scenarios. 
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(3) River passing from North to South 
(4) Mountains-—- Any number of mountains may be placed on the map 
although 50 to 100 are normally sufficient. 

Both river and mountains will vary according to the scenario 
number. 


1.2 The Objective 





The objective is to enter your opponent's city or to reduce the 
number of his pieces to less than half your own. 


1.3 Armor 





Each army contains 20 pieces consisting of: 


number movement attack factor 
Heavy tank { 14 3 
Light tank 6 12 2 
Infantry 10 10 1 


This number can be increased up to 25 (see recruiting). 


2.1 Loading The Program 





Power up your TRS-80 and press ENTER. Load the program using 
the “CLOAD” command. 





2.2 Setting The Scenario 





After “RUN” you will be asked two questions: 


Enter the scenario number—type any number up to four digits. This 
will be the basis for creating the map features and the weather. This 
means that you can replay particularly interesting scenarios. 


How many mountains—type any number up to about 200. 
There is no check on the numbers entered. 


The screen will now clear and you will see the various pieces, the 
mountains, cities, towns and the river being placed on the map. 
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2.3 Reviewing The Map 


The screen will clear again and you will be asked if you wish to 
review the map. Once you have played the game a couple of times you 
should not review it, since discovering the terrain for yourself should 
be one of the elements of your strategy. If you reply “yes” then the 
map will scroll across the screen until you press any key. 

The date, weather and scenario details will appear at the top of the 
screen and the number of pieces on each side at the bottom. The 
Southeast corner of the map will appear (the Southeast player always 
moves first). 

Play may now commence. 


3.0 Order Of Play 


(1) The Southeast player moves all, some or none of his pieces 
(Movement Phase). 
(2) All conflicts resulting from that movement are resolved (Combat 
Phase). 
(3) The Northwest player repeats steps (1) and (2). 
(4) The player holding a majority of towns will recruit an additional 
piece. 
(5) The calendar is up-dated and the weather for the next month is 
displayed. 

Steps (1) to (5) continue throughout the game. 


4.1 Movement Phase 


A player may, during his turn, move his pieces up to the limit of the 
movement factor. It costs two factors to move from one hex to an 
adjacent hex unless the piece is in a city or town when it costs half the 
normal factor. it costs four factors to cross the river except at a bridge. 
Note however, the effect of a town or city lying across a river (scenario 
8). These factors may also be modified by the weather. 


To move a piece, imagine a six-hour clock. To move Northeasterly 
press 1”, Southeasterly press “2” and to move South press “3” and 
SO On. 
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A piece will stop when: 


(1) It moves next to an opposing piece. It will flicker “*at*” and 
continue to the next piece. 
(2) It's movement factor reaches zero. 
(3) It's movement factor reaches one and it is not in a city hex. 
(Note the “W” option with regard to (2) and (3).) 

The following options are available: 


(1) STOP—To stop a piece before it has expended all movement 
factors...press “S”. 

(2) CHANGE SIDES—If you decide that you have finished all the 
moves necessary even though pieces have not yet moved...press"C”. 
(3) HOLO—The pieces will normally flicker in a pre-defined order. If 
you wish to move in a different order so that you can more easily clear 
a congested area...press "H". 

(4) FIRE—To fire...press “F”. 

(5) MINE—To lay a mine field...press “M”. 

(6) TRANSPORT—To move an infantry piece from one city or town 
hex to another...press "T”. 

(7) WAIT—There may be times when it is desirable to move the full 
distance and then fire or lay a mine field. To avoid automatic 
continuation...press “W". The only way to escape the WAIT condition 
is to type "S” or °C” or to attack. 


Entering the opponent's city will immediately bring the game to an 
end. 


MOVEMENT FIRING 





4.2 The River 


It costs four movement factors to cross the river other than at a 
bridge. It costs two if there is ice and it cannot be crossed when there 
are floods. 

All rules applicable to the river apply also to the parapets of the 
bridges. 


4.3 Mountains 


It is not possible to enter a mountain hex. Nor is it possible to move 
next to a mountain during floods. 


4.4 Cities and Towns 


it is not possible to enter a town hex. A player may not enter his own 
city. The six hex surrounding cities and towns are major roads and it 
oe half the normal movement factor to move out of one of these 

ex. 

A town is considered occupied if both sides are on the six hex. They 
are considered friendly or held if only one side is on the six hex. 
Towns are a sub-objective. Holding a majority will entitle a player to 
an extra piece (recruit). Infantry may be transported from one city- 
town to a friendly city-town. 


4.5 Mine Fields 


Each player starts the game with the ability to lay five mine fields. 
This is done during the movement phase. Only infantry may lay mine 
fields. Press “M” and the piece will flicker “MINE”. Press any number 
1 to 6 to indicate the direction of the field from the piece being moved. 
Pressing any other key will indicate the number of mines left. If the 
hex is not vacant the piece will flicker "“HOW?”. 


Mine fields do not appear on the map; they are invisible. Any piece 
attempting to move into that hex has the following chance of being 


S) 


destroyed: —Heavy tanks 90%, Light tanks 50%, and infantry 30°; If 


the sila field is destroyed then the piece will continue movement into 
that hex. 


4.6 Firing At Two Hex Range 





During its movement phase a piece has the ability to fire once at an 
opposing piece at a two hex range. Press “F" and the piece will flicker 
“EIRE”. Press a number from 1 to 6 to indicate the direction of fire. 
Note that only pieces lying in a straight line of hex may be fired upon. 
The following table indicates the chance of a hit. 


DEFENDER 
PERCENTAGES HEAVY TANK LIGHT TANK INFANTRY 
ATTACKER: 


HEAVY TANK 20 30 30 
LIGHT TANK 10 20 30 
INFANTRY 10 10 10 


if the defender is not destroyed it will fire back using the same table. 
Firing will not be possible if the piece moves next to an opponent. 
The piece will flicker "HOW?" and firing will not take place if: 


(1) There is a town, city or mountain on the intermediate hex. One 
may fire over a mine field or friendly piece. 

(2) The hex being fired upon contains a town, city or mountain or is 
vacant. 


The firing command may be exited by pressing any key except a 
number. 


4.7 Transportation 





During its movement phase an infantry piece may be transported 
from one city-town to another provided that the city-town of 
disembarcation is friendly. 


Any number of pieces may be moved in this manner during a 
player's turn at a cost of four movement factors. It cannot be done 
during ice or snow. 


To transport, press "T". The piece will “TO?” to which the player 
must reply with a number from 1 to 7 indicating the city-town number 
which is determined as follows: 


The piece will flicker “HOW?” if: 
(1) The piece is not in a city or town 
(2) The city-town to be moved to is not friendly 
(3) All six hexes are full 
(4) Ice or snow 
The hex moved to is selected automatically, going clockwise and 
picking the first empty hex. 


4.8 Weather 


The weather can have a considerable effect on the results. It will 
vary throughout the year as follows: 


JAN,FEB,MAR: SNOW 8 40% 
ICE 40% 
FINE | 20% 
APR,MAY,JUNE: FINE 40% 
SNOW 20% 
FLOODS 40% 
JUL,AUG,SEP: RAIN 20% 
FINE 80% 
OCT.NOV,DEC: FINE 60% 
SNOW 20% 
RAIN 20% 


The effect of the weather conditions are: 
(1) FINE. Normal conditions 
(2) RAIN. Movement factor halved 
(3) SNOW. Sarne as for rain and no transport 
(4) ICE No transport. River is normal terrain. 
(5) FLOODS. The river cannot be crossed except at bridges and it is 
not possibile to move next to mountains. 
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3 Combat Sequence 





Combat is divided into a number of rounds and continues unti! no 
opposing pieces remain adjacent It will take piace between tnose 
pieces which are adjacent upon completion of a player's turn. Mostot 
this is automatic and requires little intervention unless a decision :s 
needed (e.g.. choise of attack, advance, retreat or elimination) Itis 
necessary therefore to understand tne ruies of combat 


Each piece will attack only one opposing piece. If it is adjacent to 
two or more pieces it will flicker "7AT?”. Reply with a number from 1 
to 6 indicating the direction of attack. 


The attack factors of all attackers involved in one attack are totalled 
and to this is added a further 50%. This total is then rounded down to 
the nearest integer. 


The defender’s attack factor is adjusted for: 


(a) The attack factor(s) of any piece(s) adjacent to any of the 
attackers provided it is not itself also under attack. They will not give 
support in more than one combat; the player has no choice in the 
selection of support. 


(b) Doubling of the defender’s factors if the attack is across the 
river, provided that piece is not also being attacked on the same side 
of the river. 


The attacking and defending factors are now reduced to simple 
odds and rounded down (e.g., attack factors of 11 and defense of 3 
would be 3-1 to attacker). 

The following table is now consulted. This shows six possible 
outcomes for each set of odds from 6-1 in favor of the defender to6-1 
in favor of the attacker: 


Defender Odds Equal Attacker Odds 
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One of the outcomes is randomly selected from the appropnatle 
column. Odds greater than 6-1 are an automatic elrmination Watcn 
the screen-—-it will show the factors in the attack. the odds and tne 
result. 


oe) 
So 
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6 Recruiting 





beginning of each month, the occupation of each town is 
Poh iee The net holding a majority of towns will recruit an extra 


piece according to the following: iaeiae 
Majority of 3-5 light tank 
Majority of 2 infantry 


Majority of 1 . 
Recruiting will not occur if: 
is no majority. si 
i a. hex of the player having the maj 
er number of pieces of the se i 
Placing the recruit is similar to transporta 
part in it’s placement. 


rity are fully 


ving the majority is 25. 


n. The player takes no 


NOTE TO "KRIEGSPIEL” PLAYERS 





Essentially, the rules of this game are the same as those tn the 

original “Kriegspiel” but with a number of refinements: 

(1) The board is much larger and is now four times the size of the 
video screen. 

(2) A heavy tank has been introduced. 

(3) Five towns appear on the board. Their main purpose ts for 
recruiting and transportation. 

(4) Allowances must be made for the weather. 

(5) A successful attacker may advance. 

(6) Combat will continue whilst two opposing pieces remain 
adjacent. 

(7) Mine fields may be laid. These are invisible and do not 
distinguish between friend and foe! 

(6) Winning the game is also achieved by reducing your 
opponent's pieces to less than half your own. 

(9) Infantry may be transported from one location to another. 


(10) The Engineer has been removed. His main purpose was to 
“unclog” the board. Now, with a larger board, that function is no 
longer required. Mountains are therefore fixed in position throughout 
the game. 


_ (11) There are twenty pieces on each side. Recruiting can 
increase this to twenty-five. 


DESIGN NOTES 





Kriegspiel is a wargame for two players. It was decided that the 
options available made it too complicated for the computer to act as 
an Opponent. The computer therefore merely acts as a bookkeeper 
and as such does away with rolling a dice and reading tables. The 
game should be suitable for solitaire play. 


Think before you fire. A light tank firing on a heavy tank has a 10% 
chance but the heavy tank has a 27% chance of hitting. 

The odds must be calculated carefully prior to combat. Rounding 
down takes place twice. For example, a heavy tank; heavy tank and an 
infantry (total factors: 7 * 50% = 10) attacking a heavy tank (4 factors) 
will tight on the 2-1 atable with the possible loss of all pieces. The 


10 


ddition of one extra infantry would have made the odds 3-1 and the 
attackers eliminated” would be avoided. 
Guard your city carefully. Infantry are not always enough. A heavy 
tank can create havoc since it can continually attack and advance 
until it enters the city, although it may not advance into the city in that 


turn. 


Only infantry lay or destroy mine fields effectively so they must be 
conserved and not sent on desperate missions. 

The hex board may be confusing. Take a look at the mountains: 
they are not perfect hex due to the shape of the graphic block. As a 
result, pieces in a horizontal line may appear to be adjacent but are 
not. This also applies to the towns. They are occupied if a piece lies 
above or below the town but not East or West of it. 

The number of scenarios is almost unlimited. Although the 
program will place mountains only on vacant hex, it does not check 
surrounding towns, cutting off bridges or, worse still, surrounding a 
piece. If you do not like a particular scenario it takes very little time to 
run a new one, but if the program had been made too restrictive then 
several interesting scenarios would be overlooked. 

Try a scenario with 200 mountains. This creates some interesting 
features—passes, valleys, the odd open plain, and restricted 
movement. 

There is one limitation with regard to the river. If it runs off the side 
of the map it will wrap around to the other edge but in doing so loses 
it's orientation and the map is unplayable. This happens very seldom. 


Manual ©copyright 1980 SoftSide Publications 
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CASSETTE LOADING PRoBLens 
CO 


The most frequent source of difficulty with 7 
roducts is cassette loading problems. A few sine software 
identify problems and save difficulty. eps can 


if you do have trouble loading a tape, the first ste 
to the sound of the tape by unplugging the black p 
tape recorder. You should get a strong, fair| 
screech. With practice, you can get to recognize 
set your volume level from the sound alone. 


Some of the problems we have encountered are as follows: 


1. Most loading problems are caused by improper volume 
settings. This will vary with each tape, each recorder, and with 
the keyboard as well. One helpful hint is to tune an Ordinary 
AM radio to a frequency where there is no radio station, placeit 
next to the keyboard and listen to the data flow into the 
computer. As you vary the volume setting on your recorder 
from low to high, you should be able to go from no input toa 
broken sound to a steady screech to broken input to no input. 
The correct level is usually soon after you can obtain a steady 
screech. The newer TRS-80's are usually quite tolerant, but 
sometimes you will have to adjust the volume by trial and error 
to precisely the right point. If you have this difficulty, once you 
finally get the tape loaded you should make a copy ona fresh 
tape. Most TRS-80's will read tapes made directly on the same 
machine better than tapes from other recorders. 


2. A second common problem is improper azimuth 
adjustment on the tape recorder. Even if the tape recorder that 
made the tape is slightly off in one direction and yours Is 
slightly off in another direction, there can be problems. In 
addition, cheap recorders like the CTR-40, CTR 41, and CTR- 
80 do not hold the tape firmly against the read head. — 
solution may be to open the cover of the tape recorder, uNP a 
the sound jack and try pressing down on the various cornu a 
the cassette and otherwise move the cassette around to — 
the loudest volume. You may have to hold down robl m. you 
until the cassette loads properly. If you have this p dessert 
may wish to adjust the azimuth on your cassette rec resave the 
one of the available kits. An alternative solution ppp ees will 
Program on your own recorder, as even & ba 
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work if it 1s read at the same angle it is written 


3. Magnetic fields destroy tapes and diskettes The most 
frequent Cause 's placing the tape next to the power supply. 
but other magnets and electrical fields are also dangerous 
One of our customers traced his problems to magnetized 
scissors used to open the program. Certain post office 
machinery also can destroy magnetic media. All our programs 
are guaranteed to load and run initially. If it does not load upon 
receipt, return it for replacement. We recommend that you 
make a copy of the program for use, and save the original in 
case the copy is destroyed. If after using the program, you 
destroy the media, it may be replaced by returning the original 
with a $5 service fee. 


4 A frequent source of problems is the failure to follow the 
instructions in the computer manual, or with the tape. For 
example, there is no way to successfully load a tape under disk 
BASIC without turning off the real time clock. In addition, 
some tapes require a specific memory size that must be 
specified when initializing BASIC, and machine language 
tapes are loaded differently from BASIC tapes. It is our 
practice on machine language tapes to put SYSTEM and the 
file name on the tape label as well as on the instructions. For 
BASIC tapes, we recommend that you load them by simply 
typing CLOAD, without a file letter. If a particular memory size 
is required, it should also be specified in the instructions and 
on the label. 
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